S Ll ﬁ ® Morale and Tests of Manhood
9 O Ay Y To check morale, a unit rolls 1d20, divides by (2 for units
)

or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Glorious Adventures in Science
Loosely Involving Generally Historical Times

. . asses rale.
Leader 1: Duke Morrison Rating: N
s‘h \‘» - lJ] ]l.] > : :h \u , -
Hero/Star - it . -2 Army leader w/I 3
. . . «The unit loses a fieure . :
Shoot: 15 Scuffle: 18 Save: 17 : e unit Joses a figure -1 unit leader is present
Weapon: Range: SRM | Reload -'I_hg un?t w ‘mT.x to charge -1 behind light cover
Pistol 6"/12" -10 No -'I_hc unit receives a chursc -2 behind heavy cover
Weapon: Range: SRM | Reload *The army commander dies | ; .y i charging
- A vehicle takes any kind L e
Leader 2: Rating: of hit -1 Crack morale
Shoot: Scuffle: Save: +1 Green morale
Weapon: Range: SRM_| Reload Morale Fail Results (1d20 f h sold
Aorale Faulure Results (1d20 for each soldier in unit)
Weapon: Range: SRM | Reload
= = Hero | Adv. | Ldr. | Vet. | Extra | Result
Unit: Duke Morrison (3) Morale: Reg . —
Shoot: 8 Scuffle: 8 Speed: 6" Sl L L No effect
: : - 910l 7.8 | 5.6 34 12 Fire at random
Weapon: Range: SRM | Reload , S RS < | enemy
Rifle 18"/36" -8 No “harge towar
/ 112|910 [ 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
=57
h % h h D] |t ] |t [feht :{-1:'(11011;1 dlil;cction
Movement Base | Charge |’ Movement throug - .
Infantry 6” +1d6 | woods, water, rough, etc. 15.16]13. 14| 11.12] 9. 10 | 7.8 l“lr}iCZ'C 210 action Duke Morrison
Cavalry 17" +1d6 -2” over fence, elevation, this carc ) (3)
door, etc. 17,1815, 16| 13, 18] 11, 12 0, 10 | Back 67 away
from enemy
27 awav
19.20[17. 18] 15-18 | 13-16 | 11216 | RV 127 a2y

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units

Glorious Adventures in Science c o \ . i
Loosely Involving Generally Historical Times or 5 for crews), rounding down, and then modifies the roll

as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: "Boats" Morgan Rating: Adv. passes morale. _ _

Shoot: 14 Scuffle: 13 Save: 14 “heck morale when: 5 Ararv leader wit 3 "Boats"
-2 Army leader w/I 3

Weapon: Range: SRM | Reload *The unit loses a figure o .

. " R N . -1 unit leader is present M 3
Pistol 6"/12 -10 No *The unit wants to charge -1 behind light cover organ ( )
Weapon: Range: SRM | Reload +The unit receives a Chur:l_'c 2 behind heavy cover
Leader 2: Ratine: *The army commander dies -1 unit is chareing

- LK +A vehicle takes any kind L =
Shoot: Scuffle: Save: of hit -1 Crack morale
Weapon: Range: SRM | Reload +1 Green morale
Weapon: Range: SRM | Reload
e m Morale Failure Results (1d20 for each soldier in unit)
Unit: "Boats" Morgan (3) Morale: Reg " \d ” " - Resul
ero | Adv. r. /et. | Extra | Result
Shoot: 7 Scuffle: 9 Speed: 6" -
Weapon: Range: SRM | Reload 1-8 1-6 1-4 1,2 Ito effect
Rifle 18"/36" -8 No o010l 7.8 | 5.6 3.4l 1.2 l‘ucaulumdmn
enemy
112|910 [ 7.8 | 56 [ 3.4 | ShoEe oward
Movement Base | Charge | % Movement through Run 12” in '
Infantry 6” +1d6 | woods, water, rough, etc. 13,14 11,121 9,10 [ 7.8 | 5,6 random direction
-2” over fence, elevation Freeze s
Cavalr 12” +1d6 ’ ’ ) S reeze (no action
y door, etc. 15,1613, 14|11, 12| 9,10 | 7.8 thiscard)
17,1815, 16| 13, 18] 11, 12 9, 10 | Back 67 away
from enemy
2 awav
19.20[17, 18| 15-18 | 13-16 | 11-16 | Run 12~ away
from enemy
- 19,20]19,20] 17-20 | 17-20 | Run off the table!




S Ll ﬁ ® Morale and Tests of Manhood
9 O Ay Y To check morale, a unit rolls 1d20, divides by (2 for units
)

or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Glorious Adventures in Science
Loosely Involving Generally Historical Times

passes morale.

Leader 1: Sgt. "Wrench" Webb | Rating: Adv
Shoot: 14 Scuffle: 13 Save: 14 th.s..anah_\ms.u. -2 Army leader w/l 3"
Weapon: Range: SRM | Reload *The unit loses a figure -1 unit leader is present
SMG(2) 6"/12" -10 No *The un%t \\'unTs to charge -1 behind light cover
Weapon: Range: SRM | Reload *The unit receives a charge 2 behind heavy cover
" *The army commander dies e
Leader 2: Rating: A vehicle takes any kind ! Lljlll 's charging
Shoot: Scuffle: Save: of hit -1 Crack morale
Weapon: Range: SRM Reload +1 Green morale
Weapon: Range: SRM | Reload

Morale Failure Results (1d20 for each soldier in unit)

. n " .
HBniviEWrench SiVebibi(3) Morale: Reg Hero | Adv. | Ldr. | vet. Result
Shoot: 8 Scuffle: 8 Speed: 6" —
1-8 1-6 1-4 1.2 No effect
Weapon: Range: SRM | Reload Tice ot random
. 7 @ - v " “1re at randot
Rifle 18"/36" -8 No 9,101 7.8 | 5.6 | 3.4 | 1.2 enemy
2] 9,10 | 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
Movement Base | Charge | % Movement through ) % Run 127 in n n
Infantry 6” +1d6 | woods, water, rough, etc. e e R random direction WrenCh
-2” over fence, elevation, Freeze (no action
” £ 2
Cavalry 12 | +1de | 4o ol 15, 16{ 13, 14| 11, 12[ 9,10 [ 7.8 [ L Webb (3)
17,1815, 16| 13, 14 11, 12| 0, 10 | Back 67 away
from enemy
. 0o a0 Lo Lo o . .- ITRun T2 awav

®
QSA'“l"GmﬁN Morale and Tests of Manhood

Glorions Adventoros i Sai <% To check morale, a unit rolls 1d20, divides by (2 for units |
lorious lventures in ocience - \ . . g
Loosely Involving Generally Historical Times or 5 for crews), rounding down, and then modifies the roll

as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: Professor Nannini Rating: passes morale.
Ldr/Star heek morale when- .
Shoot- 11 Scuffle 9 S 12 - l -2 Army leader w/l 3 . .
oot: cuffle: ave: *The unit loses a figure . .
load N ¢ un? oses a igure -1 unit leader is present Nannlnl
Weapon: Range: SRM Reloa *The unit wants to charge -1 behind light cover
*The unit receives a charge .
None N ¢ umt recerves a ¢ mf'k -2 behind heavy cover
Weapon: Range: SRM | Reload *The army commander dies -1 unit is charging
" - " A vehicle takes any kind .
Leader 2: Gianna Nannini Rating: of hit -1 Crack morale
Adv/Star +1 Green morale
Shoot: 16 Scuffle: 12 Save: 15
Weapon: Range: SRM | Reload Morale Failure Results (1d20 for each soldier in unit)
Pistol 6"/12" -10 No Hero | Adv. | Ldr. | Vet. | Extra | Result
Weapon: Range: SRM | Reload 1-8 1-6 1-4 | 1,2 No effect
Unit: Nannini Morale: 9101 7.8 | 5.6 | 3.4 | 1.2 Iul::n;‘\l random
Shoot: Scuffle: Speed: Lalotol s | 56 | 54 |Charee toward
Weapon: Range: SRM | Reload S % | 27 | nearest enemy
~PE
13,1411, 12| 9,10 | 7.8 | 5.6 [Run 12"
random direction
Movement Base | Charge | % Movement through 15.16]13.14]11.12] 9. 10| 7.8 ﬁrﬁcz'c 210 action
Infantry 6” +1d6 | woods, water, rough, etc. “5:‘“__)
-2” over fence, elevation, 71815 . b Back 67 away
Cavalry 127 | +1d6 |2 OV 17,1815, 1613, 14 11,12] 9,10 f 0 ° 0
. : 27 awav
19.20|17. 18] 15-18 | 13-16 | 11-16 | RUn 127 away
from enemy
- 19,2019,20( 17-20 | 17-20 | Run off the table!




S Ll ﬁ ® Morale and Tests of Manhood
9 O Ay Y To check morale, a unit rolls 1d20, divides by (2 for units
)

or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Glorious Adventures in Science
Loosely Involving Generally Historical Times

. . asses rale.
Leader 1: Billy Rating: N
s‘h \‘» - lJ] ]l.] > : :h \u , -
Ldr/Star - ! -2 Army leader w/l 3
: : : *The unit loses a figure . .
Shoot: 9 Scuffle: 11 Save: 10 : e H“? oses a figure -1 unit leader is present
Weapon: Range: SRM | Reload "l-hL un?l w dnT.\ to charge -1 behind light cover
None -'I_hc unit receives a chursc 2 behind heavy cover
Weapon: Range: SRM | Reload *The army commander dies | ; .y i charging
- A vehicle takes any kind rack ale
Leader 2: Rating: of hit -1 Crack morale
Shoot: Scuffle: Save: +1 Green morale
Weapon: Range: SRM | Reload Morale Failure Resalt
Aorale Faulure Results (1d20 for each soldier in unit)
Weapon: Range: SRM | Reload
= . Hero | Adv. | Ldr. | Vet. | Extra | Result
Unit: Dead End Kids (4) Morale: Reg . —
Shoot: 7 Scuffle: 9 Speed: 6" Sl L L No effect
- - _' - load 910l 7.8 | 5.6 34 12 Fire at random
Weapon: Range: SRM | Reloa , S S > | enemy
Steal Some “haree towar
112|910 [ 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
P
13,14 11,12| 9.10 | 7.8 | 5.6 R,“'(‘jl“ i
Movement | Base | Charge | % Movement through random "““'“’" Dead End Kids
Infantry 6” +1d6 | woods, water, rough, etc. . P Freeze (no action
15,1613, 14 11,121 9,10 | 7.8 his card
Cavalr 17" +1d6 -2” over fence, elevation, this card) (4)
valry - ack 6”7 away
door, etc. 17,1815, 16| 13, 14] 11, 12| 9, 10 | Back 67 away
from enemy
27 awav
19.20[17. 18] 15-18 | 13-16 | 11216 | RV 127 a2y

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units

Glorious Adventures in Science c o \ . i
Loosely Involving Generally Historical Times or 5 for crews), rounding down, and then modifies the roll

as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: MacDuff Rating: Ldr. passes morale. _ _
Shoot: 8 Scuffle: 10 Save: 14 “heck worale wheo 2 Army leader w/l 3° Granville Police
Weapon: Range: SRM | Reload *The unit loses a figure . .

. " ., No «The unit wants to charee -1 unit leader is present (3)
Pistol 6"/12 -10 T 1e un?t \\‘mFa to charge -1 behind light cover
Weapon: Range: SRM Reload -'Ilhc unit receives a chur:l_'c 2 behind heavy cover
Leader 2: Rating: *The army u)mnmndcxl dies -1 unit is charging

A vehicle takes any kind .
Shoot: Scuffle: Save: of hit -1 Crack morale
Weapon: Range: SRM | Reload +1 Green morale
Weapon: Range: SRM | Reload
. . - Morale Failure Results (1d20 for each soldier in unit)
Unit: Granville Police (3) Morale: Reg " \d L " - Resul
ero | Adv. r. /et. | Extra | Result
Shoot: 7 Scuffle: 8 Speed: 6" -
Weapon: Range: SRM Reload 1-8 1-6 1-4 1,2 Ito effect
Pistol 6"/12" -10 No 9.10 [ 7.8 | 5.6 [ 3,4 | 1,2 [Fireatrandom
enemy
1112|910 [ 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
Movement Base | Charge | % Movement through Run 12” in
Infantry 6" +1d6 | woods, water, rough, etc. 13,14 11,121 9,10 [ 7.8 | 5,6 random direction
-2” over fence, elevation Freeze s
Cavalr 12” +1d6 ’ ’ ) S reeze (no action
y door, etc. 15,1613, 14 11,121 9,10 | 7.8 this card)
17. 18|15, 1613, 14| 11, 12] 9, 10 ?“Ck 6" away
rom enemy
2 awav
19,20[17, 18| 15-18 | 13-16 | 11-16 | Run 12" away
from enemy
- 19,20]19,20] 17-20 | 17-20 | Run off the table!




S Ll ﬁ ® Morale and Tests of Manhood
9 O Ay Y To check morale, a unit rolls 1d20, divides by (2 for units
)

or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Glorious Adventures in Science
Loosely Involving Generally Historical Times

s . asses rale.
Leader 1: Dr. Zillion Rating: N
s‘h \‘» - lJ] ]l.] > : :h \u , -
Adv/Star - ! -2 Army leader w/l 3
: - : *The unit loses a figure . .
Shoot: 13 Scuffle: 12 Save: 13 : e H“? oses a figure -1 unit leader is present
Weapon: Range: SRM | Reload "l-hL un?l w dnT.\ to charge -1 behind light cover
Pistol 6"/12" -10 No -'I_hc unit receives a chursc -2 behind heavy cover
Weapon: Range: SRM | Reload *The army commander dies | ; .y i charging
- A vehicle takes any kind rack ale
Leader 2: Rating: of hit -1 Crack morale
Shoot: Scuffle: Save: +1 Green morale
Weapon: Range: SRM_| Reload Morale Fail Results (1d20 f h sold
Aorale Faulure Results (1d20 for each soldier in unit)
Weapon: Range: SRM | Reload
— Hero | Adv. | Ldr. | Vet. | Extra | Result
Unit: Zillion (1) Morale: Reg . —
Shoot: 7 Scuffle: 7 Speed: 6" Sl B L No effect
- : - 910 7.3 5 6 34 12 Fire at random
Weapon: Range: SRM | Reload , S RS < | enemy
Pistol 6"/12" -10 No “harge towar
/ 112|910 [ 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
P
13,14 11,12| 9.10 | 7.8 | 5.6 R,“'(‘jl“ i
Movement Base | Charge | % Movement through random "““'“’"
Infantry 6” +1d6 woods, water, rough, etc. 15.16]13. 14l 11,121 9. 10 | 7.8 “}‘CZC (no action anpe
Cavalr 17" +1d6 -2” over fence, elevation, this card) Zillion (1)
valry ack 67 away
door, etc. 17,1815, 16| 13, 14] 11, 12| 9, 10 | Back 67 away
from enemy
27 awav
19.20[17. 18] 15-18 | 13-16 | 11216 | RV 127 a2y

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units

Glorious Adventures in Science c o \ . i
Loosely Involving Generally Historical Times or 5 for crews), rounding down, and then modifies the roll

as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: Big Hans Rating: Ldr. passes morale.
Shoot: 13 Scuffle: 11 Save: 11 “heck morale when: .
Reload - i1 f -2 Army leader w/I 3
: : eloa *The unit loses a figure . .
Weapon. ange"' SRM No TIK un? Oi\u‘l N luu' -1 unit leader is present ThUgs (4)
Pistol 6"/12 -10 T 1e un?t \\‘mFa to charge -1 behind light cover
Weapon: Range: SRM | Reload *The unit receives a chur:l_'c -2 behind heavy cover
Leader 2: Ratine: *The army commander dies -1 unit is chareing
. & +A vehicle takes any kind L =
Shoot: Scuffle: Save: of hit -1 Crack morale
Weapon: Range: SRM | Reload +1 Green morale
Weapon: Range: SRM | Reload
U 't Th (4) M | R Morale Failure Results (1d20 for each soldier in unit)
nit: Thugs orale: Reg
Hero | Adv. | Ldr. | Vet. | Extra | Result
Shoot: 6 Scuffle: 9 Speed: 6" -
Weapon: Range: SRM Reload 1-8 1-6 1-4 1,2 Ito effect
Rifle 18"/36" -8 No o010l 7.8 | 5.6 3.4l 1.2 l‘ucaulumdmn
enemy
112|910 [ 7.8 | 56 [ 3.4 | ShoEe oward
Movement Base | Charge | % Movement through Run 12” in '
Infantry 6" +1d6 | woods, water, rough, etc. 13,14 11,121 9,10 [ 7.8 | 5,6 random direction
-2” over fence, elevation Freeze —
Cavalr 12” +1d6 ’ ’ ) S reeze (no action
y door, etc. 15,1613, 14|11, 12| 9,10 | 7.8 thiscard)
17,1815, 16| 13, 18] 11, 12 9, 10 | Back 67 away
from enemy
2 awav
19.20{ 17, 18] 15-18 | 13-16 | 11-16 [ Run 127 away
from enemy
- 19,20 19,20] 17-20 | 17-20 | Run off the table!




S Ll ﬁ ® Morale and Tests of Manhood
9 O Ay Y To check morale, a unit rolls 1d20, divides by (2 for units
)

or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Glorious Adventures in Science
Loosely Involving Generally Historical Times

. asses rale.
Leader 1: The Slasher Rating: Ldr. N
Shoot: 13 Scuffle: 11 Save: 11 uummm” : - -2 Army leader w/l 3
Weapon: Range: SRM | Reload ._l_m un?t loses a figure -1 unit leader is present
Pistol 6"/12" -10 No -'I_hg un?t w ‘mT.x to charge -1 behind light cover
Weapon: Range: SRM Reload -'I_hc unit receives a chursc 2 behind heavy cover
1 grenade 3"/6" -10 N/A *The au.m_\; wmmundul dies -1 unit is charging
- A vehicle takes any kind L e
Leader 2: Rating: of hit -1 Crack morale
Shoot: Scuffle: Save: +1 Green morale
Weapon: Range: SRM_| Reload Morale Fail Results (1d20 f h sold
Aorale Faulure Results (1d20 for each soldier in unit)
Weapon: Range: SRM | Reload
= Hero | Adv. | Ldr. | Vet. | Extra | Result
Unit: Other Thugs (4) Morale: Reg . —
Shoot: 6 Scuffle: 7 Speed: 6" Sl L L No effect
- : - 910 7.3 5 6 34 12 Fire at random
Weapon: Range: SRM | Reload , S RS < | enemy
Pistol 6"/12" -10 No “harge towar
/ 112|910 [ 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
P
13,1411, 12] 9,10 [ 7.8 | 5.6 R,“'(‘jl“ i
Movement Base | Charge | % Movement through rf“‘ om "““'“’"
Infantry 6” +1d6 woods, water, rough, etc. 15.16013. 14| 11,12 9. 10| 7.8 “}‘CZC (no action
Cavalry 17" +1d6 -2” over fence, elevation, this C"“_‘_l) Other ThUgs (4)
door, etc. 17,1815, 16| 13, 14 11, 12| 0, 10 | Back 67 away
from enemy
27 awav
19.20[17. 18] 15-18 | 13-16 | 11216 | RV 127 a2y

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units

Glorious Adventures in Science c o \ . i
Loosely Involving Generally Historical Times or 5 for crews), rounding down, and then modifies the roll

as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: Torpedo Brooks Rating: passes morale. — —
Ldr/Star s dlcwhen, -2 Army leader w/I 3" BrOOkSI

Shoot: 13 Scuffle: 11 Save: 12 +The unit loses a figure 1 unit icadcr is present . .
Weapon: Range: SRM | Reload *The unit wants to charge [ /0 o light cover Minions (4)
BAR (3) 18"/36" -8 No *The unit receives a charge 3 behind h;u\ v cover
Weapon: Range: SRM Reload *The army commander dies _1 unit is Churu.ing'

- +A vehicle takes any kind . S
Leader 2: Rating: of hit -1 Crack morale
Shoot: Scuffle: Save: ed K61 of ol
Weapon: Range: SRM | Reload
Weapon: Range: SRM Reload Morale Failure Results (1d20 for each soldier in unit)
Unit: Brooks' Minions (4) Morale: Reg Hero | Adv. | Ldr. | Vet. | Extra | Result
Shoot: 8 Scuffle: 8 Speed: 6" g6 r4)n2 IT-_O tfect
Weapon: Range: SRM | Reload 910 7.8 | 5.6 | 3.4 [ 1.2 {II)I:I“‘\‘ random
Pistol 6"/12" -10 No Ch: _gvc toward

1,121 9,10 7,8 | 5.6

I
S

nearest enemy
Run 127 in
random direction

Movement Base | Charge | % Movement through

Infantry 6 +1d6 wgods, water, rough,.etc. 15.16]13. 14| 11.12] 9. 10 | 7.8 Prﬁczc (no action
Caval 127 1d6 -2” over fence, elevation, this card)
avairy * door, etc. Back 6 away

17, 18|15, 1613, 14 11, 12| 9, 10

from enemy

7" awav
19,20 17. 18] 15-18 [ 13-16 | 11-16 | Run 127 away
from enemy

-19. 201 19,20 17-20 | 17-20 | Run off the table!
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Morale and Tests of Manhood

the number of figures remain
passes morale.

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than

ing in the unit, the unit

Leader 1: Naisunev Rating: Adv
Shoot: 12 Scuffle: 11 Save: 12 th.s..anah_\ms.u.” : - -2 Army leader w/l 3
Weapon: Range: SRM | Reload ._l_m un?t loses a figure -1 unit leader is present
Ray Pistol 10"/20" -6 No *The unit wants to charge |} 1,4 light cover
Weapon: Range: SRM Reload *The unit receives a charge -2 behind heavy cover
. *The army commander dies _1 unit is ch-u'u—inﬂ
Leader 2: Rating: A vehicle takes any kind | Cre k :1 N °
Shoot: Scuffle: Save: of hit - Lrack morate
Weapon: Range: SRM Reload +1 Green morale
Weapon: Range: SRM | Reload .
B g Morale Failure Results (1d20 for each soldier in unit)
Unit: Female Venusians (4) Morale: Reg Hero | Adv. | Ldr. | Vet. Result
Shoot: 7 Scuffle: 7 Speed: 8" —
1-8 1-6 1-4 1,2 No effect
Weapon: Range: SRM | Reload Tice ot random
A - o - “ire at randor
Ray Rifle 20"/40" -6 No 9,10 8§ 156 34| 1.2 enemy
2] 9,10 | 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
Movement Base | Charge | % Movement through ) 5 Run 127 in
Infantry 6” +1d6 woods, water, rough, etc. 13,14]11,121 9,10 | 7,8 3, 6 random direction
-2” over fence, elevation, reeze (0 acti
Cavalry 127 | +1d6 overtence, elevation 15,16]13, 14| 11, 12| 9, 10 | 7,8 | Ereeze (noaction
door, etc. this card)
_ ack 6”7 away
17,1815, 16| 13, 14] 11, 12| 9, 10 | Back 67 away
from enemy
- - = - Run I awav
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Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units

Female
Venusians (4)

Male Venusians

(4)

Glorious Adventures in Science Y] -~ N . e
Loosely Involving Generally Historical Times or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit
Leader 1: Meep Rating: Adv passes morale.
Shoot: 14 Scuffle: 12 Save: 12 ock morale when: .
- ) N -2 Army leader w/I 3
Weapon: Range: SRM | Reload *The unit loses a figure . .
] A No The unit wants to charee -1 unit leader is present
Ray Pistol 10"/20 -6 - 1 ”“?I ““"T“ to charge -1 behind light cover
Weapon: Range: SRM | Reload +The unit receives a chursc 2 behind heavy cover
Leader 2: Rating: *The army commander dies _1 unit is chareing
. . +A vehicle takes any kind L =
Shoot: Scuffle: Save: of hit -1 Crack morale
Weapon: Range: SRM Reload +1 Green morale
Weapon: Range: SRM | Reload
- - Morale Failure Results (1d20 for each soldier in unit)
Unit: Male Venusians (4) Morale: Reg " \d ” N : Resul
Hero | Adv. dr. fet. :xtra | Result
Shoot: 7 Scuffle: 7 Speed: 8"
Weapon: Range: SRM Reload 1-8 1-6 1-4 1.2 Tto effect
Ray Pistol 10"/20" -6 No 9.10 7.8 | 5.6 | 3.4 | 1,2 |Fircatrandom
enemy
12l o 10l 7.8 56 3.4 (lm.rg‘c toward
nearest enemy
Movement Base | Charge | %% Movement through Run 127 in
5 2
Infantry 6” +1d6 | woods, water, rough, etc. 13,14111,121 9,10 | 7,8 5,6 random direction
-2” over fence, elevation Freeze acti
Cavalr 12” +1d6 , ) ) % reeze (no action
y door, etc. 15,1613, 14 11,121 9,10 | 7.8 this card)
ack 6”7 away
17.18]15, 16|13, 14| 11, 12] 9, 10 "3"”‘ > away
from enemy
27 awav
19.20|17. 18] 15-18 | 13-16 | 11-16 | RUn 127 away
from enemy
- 19,20 19,20] 17-20 | 17-20 | Run off the table!




S Ll ﬁ ® Morale and Tests of Manhood
9 O Ay Y To check morale, a unit rolls 1d20, divides by (2 for units
)

or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Glorious Adventures in Science
Loosely Involving Generally Historical Times

passes morale.

Leader 1: "Crash Corrigan" Rating: Adv
Shoot: 10 Scuffle: 16 Save: 13 th.s..anah_\ms.u.” : - -2 Army leader w/l 3
Weapon: Range: SRM | Reload ._l_m un?t loses a figure -1 unit leader is present
Pistol 6"/12" -10 No -'l_hg un?l \\«IHT.\ to charge -1 behind light cover
Weapon: Range: SRM Reload *The unit receives a chursc 2 behind heavy cover
. *The army commander dies _1 unit is chareing
Leader 2: Rating: A vehicle takes any kind | Cre k :1 N °
Shoot: Scuffle: Save: of hit - Lrack morate
Weapon: Range: SRM Reload +1 Green morale
Weapon: Range: SRM | Reload
B g Morale Failure Results (1d20 for each soldier in unit)
DniviRecketlinfantryl(S) Morale: Reg Hero | Adv. | Ldr. | vet. Result
Shoot: 8 Scuffle: 8 Speed: 8" —
1-8 1-6 1-4 1,2 No effect
Weapon: Range: SRM | Reload Tice ot random
~” o - “1re at randor
SMG(2) 6"/12" -10 No 9,101 7.8 | 5.6 | 3.4 | 1.2 enemy
2] 9,10 | 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
Movement Base | Charge | % Movement through ) 5 Run 127 in
Infantry 6” +1d6 woods, water, rough, etc. b TR | e el s 28 random direction ROCket Infa ntry
-2” over fence, elevation, Freeze (no action
” £ 2
Cavalry 12 | wade | oo 15,1613, 14| 11,12 9,10 | 7.8 | 2EO (3)
17,1815, 16| 13, 14 11, 12| 0, 10 | Back 67 away
from enemy
e aaloo .l .. .. “a o . .- I'RKun T awav

®
QSA'“l"GmﬁN Morale and Tests of Manhood

Glorions Adventoros i Sai <% To check morale, a unit rolls 1d20, divides by (2 for units |
lorious lventures in ocience - \ . . g
Loosely Involving Generally Historical Times or 5 for crews), rounding down, and then modifies the roll

as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: Venusian Captain Rating: Ldr passes morale.
Shoot: 11 Scuffle: 11 Save: 11 “heck morale when: .
Reload - it . -2 Army leader w/I 3 .
: : eloa *The unit loses a figure . .
Weap.on. Ra,r?ge',, SRM No . . un? oses 4 flgure -1 unit leader is present Venusians (4)
Ray Pistol 10"/20 -6 -'I_hg un?l \\an.\ to charge -1 behind light cover
Weapon: Range: SRM | Reload +The unit receives a chursc 2 behind heavy cover
Leader 2: Rating: *The army commander dies _1 unit is chareing
. & +A vehicle takes any kind L =
Shoot: Scuffle: Save: of hit -1 Crack morale
Weapon: Range: SRM Reload +1 Green morale
Weapon: Range: SRM | Reload
- - Morale Failure Results (1d20 for each soldier in unit)
Unit: Venusians (4) Morale: Reg " \d ” v . Resul
1Cro AdV. ar. /et. “Xtra esult
Shoot: 7 Scuffle: 7 Speed: 8" -
Weapon: Range: SRM | Reload 18 | 1.6 | 1.4 | 1.2 Tto effect
Ray Rifle 20"/40" -6 No 9.10 7.8 | 5.6 | 3.4 | 1,2 |Fircatrandom
cnemy
2] 9,10 | 7.8 | 5.6 | 3,4 | Charee toward
nearest enemy
Movement Base | Charge | %% Movement through Run 12” in
Infantry 6” +1d6 | woods, water, rough, etc. 13,14111,121 9,10 | 7,8 5,6 random direction
-2” over fence, elevation Freeze acti
Cavalr 127 +1d6 ’ ! / " reeze (no action
y door, etc. 15,1613, 14 11,121 9,10 | 7.8 this card)
17,1815, 16| 13, 14 11, 12| 0, 10 | Back 67 away
from enemy
27 awav
19.20|17. 18] 15-18 | 13-16 | 11-16 | RUn 127 away
from enemy
- 19,2019,20( 17-20 | 17-20 | Run off the table!




